The PUNISHER (TM) Eternity Disk. Copyright (C) 1990 Paragon Software, Inc. 

Note:’ The mission builder requires data files from the Punisher computer 
game. You will be unable to run the builder without these files. 

The punisher eternity disk includes new versions of some of the game files 
(WAREHSE.EXE, GO.EXE, and FACES.DAT) along with the mission builder 
(BUILD.EXE) and it's data files (ETERN.PIC, ETERN2.PIC, and ETERNITY.PMF). 

Installation: 

Hard disk users: 

If you want to put the Mission Builder into your Punisher directory, 
just copy all files from the eternity disk into your Punisher directory 
by using the DOS COPY command (see your DOS manual for info). If you 
want to put it into a seperate directory, copy the WAREHSE.EXE, GO.EXE, 
and FACES.DAT files into your Punisher game directory. The remaining 
files (BUILD.EXE, ETERN.PIC, ETERN2.PIC, and ETERNITY.PMF) should be 
copied into the (newly created) Eternity disk directory. You will have 
to tell the builder where to find the data it wants, and tell the game 
where to find the missions you create. (See the section on "Locating 
Data Files" below). 

Floppy disk users: 

To use the missions you create, you will have to put the new files 
onto your game disks. To do this, make a copy (using DISKCOPY, see 
your DOS manual) of your game disks if you have not already done so. 
5.25" users: 

Copy WAREHSE.EXE from the Eternity Disk to the copy of Disk A, and 
GO.EXE from the Eternity Disk to the copy of Disk B. Copy VAN.PIC and 
FACES.DAT from the Eternity Disk to the copy of Disk C. When you leave 
the van, you will no longer see a picture of the Punisher exiting the 
van. 

3.5" users: 

Copy WAREHSE.EXE from the Eternity Disk to the copy of Disk A, and 
GO.EXE and FACES.DAT from the Eternity Disk to the copy of Disk B. 

You may then use the modified disks normally. 

Locating Data Files: 

The new executable files will need to know the name of your mission file 
in order to use it, and the builder will have to know where to find the 
data files it needs. This is done through the use of the SET command 
(see your DOS manual) and two environment variables: 

PUNISHER to tell the builder where the punisher.data files are, and 
ETERNITY to tell the game what your mission data file is called and 
where it is located. 

The PUNISHER variable tells the builder where your game files are located 
if it can't find one that it is looking for. For floppy disk users, this 
can be your second disk drive. If a required data file is not found, 
you will be prompted to insert the proper diskette into a disk drive. 

The PUNISHER variable specifies a directory, and the ETERNITY variable 
specifies a file. There are two batch files on the eternity disk that 
can be used to set the ETERNITY variable. ONE.BAT is for hard disk users 
and users with one floppy disk drive. TWO.BAT is for users with two floppy 
disk drives. It assumes that the Eternity disk will be in drive B. 

For example, type "SET ETERNITY=ETERNITY" if you have a hard disk and 
copied the eternity disk into your game directory. You can type 
"SET ETERNITY=B:ETERNITY" to have the game look at drive B for the file 
ETERNITY (which is the mission data file that comes with the Eternity 
Disk). If you type "SET ETERNITY=C:\PUNISHER\BUILDER\ETERNITY" the game 
will look for a file called ETERNITY in a subdirectory PUN ISHER\BUILDER 
on your hard disk. When running the builder, you can do the same thing: 
type "SET PUNISHER=B:" will cause the builder to look in the root directory 
of drive B to find the data it needs. You can type 
"SET PUNISHER=C:\PUNISHER" to have the Mission Builder look in a 
subdirectory called PUNISHER for the data files it needs. 



The Mission Builder 

To run the mission builder, at the DOS prompt type "BUILD" and press the 
ret'urn key. You will be asked which graphics mode you want to use. The 
builder does not support a joystick or mouse. Note that no changes are 
permenant until they are saved by using the save command. 

Using Menus: 

Select the first letter of the menu you want to activate. You can use 
the arrow keys to move up/down on the menus or left/right to change menus, 
and the enter key to make a selection. Alternatively, you can press the 
first letter of the choice you want. 

The FILE Menu: 

Create: 

Use this choice to create a new mission file. You can store up to 
128 missions in each file. The default extension is PMF. To create 
a file without one, just specify the period (like "MINE.") . 

Load: 

Used to load an existing mission file. You can specify a mission 
file to use by typing it on the command line when you start the 
builder. 

Save: 

Used to save the mission you are currently working on. In many 
places you can also save by pressing the 'S' key. There is no 
"autosave" feature. You must remember to save the mission before 
you quit or load a new one. 

Test: 

Use this to create a save file containing the missions you want (so 
that you can test them). You may enter up to 14 missions, and can 
enter the same mission more than once. You will not hunt the Kingpin 
on the last day, however. After you enter the missions you want 
to test, you will be asked for a filename. Type one in (do not 
include an extension). If you don't want to create a test file, just 
press the enter key. A test file will be created with that name, 
which you can load by using the Restore command in the warehouse. 

Dos shell: 

Use this to shell out to DOS. To return to the mission builder, type 
EXIT from the DOS prompt. 

Quit: 

Choose this when you want to leave the builder. You can also quit 
by pressing the 'Q 1 key when there are no active menus. 

The UTILITIES Menu: 

Export Mission Text: 

This choice will write out all the text (the mission briefing and 
query text) to a standard ASCII text file. This can be read into 
an editor, modified, and read back in using the Import Mission Text 
selection. When editing, the file format should not be changed. 

Do not add or delete any messages; keep the spacing on the left, 
between messages, and at the bottom; don't alter the "#Mission #" 
line. The filename of this text file will be the base name of 
the current mission file, with an extension of the current mission 
number. 

Import Mission Text: 

Used to read in text modified after an Export. Messages longer than 
512 characters will be truncated. You will be asked if you want to 
delete the source file, which has an identical name to that used 
by Export. 

Copy Mission to Another File: 

You will be asked to enter the name of a mission file and a mission 
number to copy it into. If successful, you will be editing the new 
file with the new mission number. If the new mission number 
corresponds to one that already exists, you will be asked if you want 
to overwrite it. 






The MISSION Menu: 

This appears after you have loaded/created a mission. After loading a 
'mission, the title changes to tell you which mission you are currently 
editing. The menu options below will change to reflect the amount of a 
reward and the number of people, objects, doors, events, or actions 
entered. 

Load Mission: 

Used to load/create missions. If the mission you want to load does 
not exist, it will be created. if you create or load the wrong 
mission, just load in the one you want (no changes are written to 
disk until you choose "Save" from the mission file. 

Text: 

Use this to enter the briefing Microchip gives the Punisher before 
he sets out on a mission. To enter text, just type it in. Lines 
will automatically wrap when you reach the end of a line. If you 
make a typing mistake, you must backspace to correct the error. 

Press the return key when you are finished entering the text. 

Reward: 

Use this to enter the reward the Punisher recieves for completing 
the mission. The reward is entered by specifying the number in 
thousands of dollars. For example, for a reward of $10,000, type 
10 and press the return key. The reward may range from zero (none) 
to $255,000. Just press the return key if you decide not to change 
the reward. 

People: 

This is where you add all the people that the Punisher may meet 
during this mission. You may enter a maximum of 64 people. See 
"Entering People" below. 

Objects : 

If you want to add objects that the Punisher may find, enter them 
here. You may enter a maximum of 50 objects. See "Entering Objects" 
below. 

Unlocked doors: 

All internal doors are locked unless you specify otherwise. Specify 
a door (see "Entering Locations" below), then press the "U" key to 
unlock it (if it is already unlocked, it will be locked) . To unlock 
all the doors on the current floor, press the "F" key. Press the 
enter key to return to the menus. You may enter a maximum of 20 
unlocked doors. 

Events: 

Events are used to specify people that show up later. See the EVENT 
menu below. You may enter a maximum of 8 events. 

Actions: 

Actions are events that won't happen until the Punisher does a 
specified action. The action may be killing all the bad guys, 
firing a gun, talking to someone, or entering a certain area. The 
people that are in the mission can show up at a specific location, or 
in proximity to the Punisher (like in an ambush). You may enter a 
maximum of 4 actions. 

Victory Conditions: 

What the punisher has to do to complete this mission. This might 
be killing one or more people, capturing someone, or recovering 
an object. For kills and captures, you can move thru the people 
list with the up and down arrows. To add another person to kill 
or capture, press the insert key. To remove somebody, hit delete. 

You cannot select somebody if they are already on the kill or capture 
list. A maximum of 90 people can be killed and 25 can be captured. 
Entering objects is similar, using the same controls as the kill 
or capture choices. An object is considered recovered if the 
Punisher has one or more of them in his posession when he enters the 
van, even if there are more of them lying about somewhere. 

Delete this Mission: 

Used to remove a mission. You will be asked to confirm this. Note 
that this is permenent as soon as it is done, and can not be undone. 








The EVENT Menu: 

Like the MISSION menu, the choices here will change to reflect the 
'number of people or doors entered, or the time. You may have a 
maximum of 8 events per mission. 

Create New Event: 

Use this to add a new event to the mission. The menu title will 
change to reflect the number of the action you are working on. 

Time: 

The time this event will happen. It can range from 12:00 (midnight) 
to 5:00 (when the Punisher automatically returns to his warehouse in 
Patterson, New Jersey). Just press the enter key if you decide not 
to change the time. 

People: 

This is used to enter the people that appear at the given time. These 
people are entered in the same way that they are under the MISSION 
menu (see "Entering People" below). You may enter a maximum of 16 
people per event. If you need more, you can add another event with 
an identical time as this one. 

Unlocked Doors: 

Identical to unlocking doors under the MISSION Menu. You may enter 
a maximum of 10 unlocked doors per event. 

Next event: 

Use this to view the next event.if you have entered more than one. 

If you are currently viewing the last event, you will then view the 
first one. 

Delete This Event: 

Choose this if you want to delete the current event. You will 
be asked if you really want to delete it. 

Finished: 

Select this when you are done entering events. This will remove the 
event menu. 

Entering Locations 

To place someone (or something), move the person to the place you want the 
person to be, then press the enter key. To cancel the change of location, 
press the ESC key. This will put the person back where they were. To move 
to a specific location, you can use one of several forms of teleport: 
Address: 

Asks for the number of the address, then either the street or avenue. 
For streets, just type in the number. For avenues, consult the 
listing on the Reference sheet (this is identical to the list 
presented when bypassing the van). When entered, you will be placed 
there (note that most addresses don't have doors associated with 
them). 

Building: 

This will ask for a building number (see the reference sheet for 
addresses and building types). You will be placed inside the 
building, near the center of the first floor. To go outside a 
building while inside it, hit the "0" key. You will be placed 
immediately northwest of the building. 

Corner: 

Asks for the street and avenue to go to. This is input like the 
street or avenue of an address (which is identical to the Bypass 
van input scheme). 

You can hit the L (Location) or W (Where am I) keys to give the address of 
where you are, if you are near a street. Hitting the ESC key while placing 
an object or person will put the person back at their previous location and 
leave the location screen. When you first enter the location screen, you 
will be placed in the middle of the Manhattan area (near 44th and 5th). 
Later entries will put you back where you last were. 






The ACTION Menu: 


You may have a maximum of 4 actions per mission. 

'Create New Action: 

Use this to add an action. Like the others, the menu title will 
change to reflect the number of the action you are working on. 

People: 

What people show up when the action is triggered. This is identical 
to the EVENT menu's People selection. 

Unlocked Doors: 

What doors become unlocked when this action is triggered. This is 
identical to the EVENT menu's Unlocked Doors selection. 

After: 

Used to specify the earliest time an action can happen. For example, 
if a time of 1:00 is entered, this action will not occur before 1:00. 
Before: 

Used to specify the latest time an 
if a time of 2:00 is entered, this 
If the Before time is earlier that 
not happen. 

Happens: 

This is a switch that is either OFF or ON. When Happens is ON, 
this will cause the action to trigger at the Before time if it has 
not happened yet. For example, if the before time is 3:15 and this 
action has not happened when 3:15 rolls around, this action will 
be triggered at 3:15. 


action can happen. For example, 
action will not occur after 2:00. 
the After time, the action will 


Killed: 

This is another switch. When it is ON, the action is triggered when 
all people with the ELIMINATE attribute and without the CAPTURE, 
WOUND, or LIVE attributes (see "Entering People" below) have been 
killed. This is only checked for when somebody dies, so that if the 
mission starts with no eliminated characters the action will not be 
triggered (until somebody dies). 

Shooting: 

This is a switch that causes the action to be triggered when the 
shooting starts. If both the Killed and Shooting switches are set, 
then either condition will clear both switches. 

Radius: 

This is used to put the people that show up on this action in 
proximity to the Punisher. When selected, you will be prompted for 
a maximum radius. This can range from 0 (no radius) to 255, and will 
place the bad guys somewhere in a circle no farther away than this. 
Just press enter to keep the old value. Next you will be asked for 
a minimum radius, which will put some distance between the Punisher 
and the people. This can range from 0 to the maximum radius. The 
East-West streets have a length of 30, and the North-South avenues 
have a length of 18 between blocks (from signpost to signpost). If 
a radius is not specified, the people will be placed in the locations 
specified for each person. If there is a radius given, the locations 
given are ignored (so you shoudn't give them one). 

Query: 

This specifies an interaction that must occur before this action will 
activate. This means you have to talk to somebody before this action 
will activate. The interaction numbers appear when you move the 
selection box onto the text entry box (see "Entering People" below). 
Enter: 

To: 


The Enter and To selections are used to speci 
activate this action when the Punisher walks 
it is possible to have bad guys fill the firs 
Punisher enters the second, or have him get j 
Radius selection) when he enters a particular 
Next Action: 

Delete This Action: 

Finished: 


fy an area that will 
into it. Using this 
t floor when the 
umped (by using the 
street intersection. 


These work like the identical choices on the EVENT menu. 





Entering People 

When you choose people from either the MISSION, EVENT, or ACTION menus, 
you’are presented with a blank person template (see illustration). To 
add a preson, press the INS (insert) key on the keypad. You will be given 
the first face, with some default attributes. To move around on the 
template, use the tab key. Use shift-tab to go backwards. The current 
area is higlighted with a red box. Press the ESC or enter key to stop 
entering people and return to the menus. Also, the S key will save the 
current mission at most areas (except for the Name, Query, and Attribute 
areas). The various areas and what you can do there are: 

Face: 

Use this area to select a face. Use the up and down arrows to pick 
the face you want. To view a previously entered person (or make 
changes), use the PGUP (9) and PGDN (3) keys on the keypad to change 
the current person. You can also press the Delete key to remove a 
person completely (you will be asked to confirm this). 

Dude: 

This area is used to pick the color of a person and the direction 
they are facing. Use the plus and minus keys on the keypad to change 
the color, and the direction keys on the keypad to pick which way 
they should face. 

Location: 

This is used to place the person on the map. Every person should 
have a location (exception: see Radius on the ACTION menu). See the 
"Entering Locations" section above on how to choose the location. 
Destination: 

Used to tell somebody where to walk. It is not possible to give 
somebody a destination if they don't have a location, nor is it 
possible to have somebody walk inside a building if they start 
outside. 

Health: 

Used to enter the full health of somebody. 100 is fully healthy, 
and 0 is dead. use the up arrow/gray plus to add health (100 max), 
the Down arrow/gray minus to remove it, and PGUP (9) and PGDN (3) 
to add and remove health by 10, respectively. 

Name: 

Type in this person's name. It can be anything, as long as it fits 
in the two line window. 

Objects: 

Give the person something to carry around. Bad people will fire guns 
given to them, reload if possible, and throw grenades. Press the 
insert key to add an object, the up and down arrows to select a 
specific object, the gray plus and minus keys to add or remove 
rounds, and the delete key to remove an object. 

Query text: 

Type what this person will say when the punisher talks to them. It 
can be as long as the window will allow. The editing features are 
very crude, so if you want to correct a mistake at the beginning, you 
must backspace to it. All text entry is at the end of the text. 

Attributes: 

To select (or deselect) an attribute, hit the first letter of the 
attribute. Deselected attributes are black, selected attributes are 
colored. See the reference sheet for a list of attributes and what 
they mean. 

Entering Objects 

Use the Insert key to add objects and the Delete key to remove them. Use 
the up and down arrows to pick an object, the gray plus and minus keys 
to select the number of rounds. To put an object on the map, press the 
"L" key or the return key. To give an object it's "Standard" number of 
rounds, hit the "R" key. Pressing the "S" key will save the mission. 

Press the ESC key when you are done. 



ATTRIBUTE 

Capture 

Live 

Wound 

Eliminate 


Flee 


LIST 

This 

This 

This 

This 


Hold 


Pursue 
Unconscious 
Dead 
Br ibe 
Is a cop 

Aggressive 

Shots: Flee 

Mad (chase) 


be captured, and 
live, and may be 

and is 
not a 


person can 
person may 
person may be wounded, 
person must die, and is 


is not a bystander, 
a bystander. 

not a bystander, 
bystander. If you 


kill 


somebody that does not have this attribute set, you will have to 
pay a stiff fine when you get back to the warehouse. 

This person will run away from the Punisher if he is not in 
disguise. The person is a bystander if nothing prevents it (like 
ELIMINATE). 

This person will stand in one spot, and not move until something 


them to. 
disguise 


Things that convince 
and FLEE is set, he's 


them are: 
AGGRESSIVE 


the Punisher talks to them, or 


the Punisher 
and decides to 
somebody 


This 

This 

This 

This 


convinces 
is not in 

pursue the Punisher, 
shoots at him. 

This guy will immediately start walking towards the Punisher, 
person is unconscious. They will not wake up. 
person is dead. They won't wake up, either, 
person must be bribed in order to get his query text, 
person is a member of the NYPD (undercover or otherwise), and 
behaves like one. Don't shoot him. 

These people are not bystanders. This person is aggravated when 
there are shots too close to him. 

This person will start running away if he is aggravated (useful 
for civilians). 

This causes the person to start pursuing the Punisher when they 
are aggravated, or if the Punisher gets too close. If the HOLD 
flag is also set, the person will stay in the same place until 
they are aggravated or the Punisher gets too close. 


People are aggravated when they are knocked out, attacked in 
there are non-silenced shots near them and AGGRESSIVE is set 


any way, or if 


OBJECTS 

Weapons (with the standard number of rounds) 

M16 rifle and ammo (26 rounds) 

9mm Browning and ammo (14 rounds) 

.357 Smith & Wesson and ammo (7 rounds) 

Uzi 9mm and ammo (25 rounds) 

Sniper's rifle (7 rounds) 

Sawed off shotgun (6 rounds) 

Grenade (the number of rounds is the number of grenades) 

Knife 

(Note that the Uzi and Browning ammo are not interchangeable, and that 
the shotgun and sniper's rifle don't have ammo clips (so it is 
impossible to unload or reload them)) 

Drugs 

Cocaine 
Marijuana 
Angel dust 
Morphine 

Other items 

Jeweler's business card (directs a person to building 7) 

Paragon diamond 

Key ring (can be used to unlock doors) 

Money 




Building list 

Number Address Description 


1 

1109 W 44th 

2 story 

off ice 


2 

4916 Third 

3 story 



3 

Pier 90 

3 story 

boat 


4 

Offshore 

2 story 

boat 


5 

629 W 38th 

2 story 



6 

511 W 38th 

5 story 



7 

1031 W 54th 

1 story 

Jewelry store 


8 

837 W 37th 

1 story 

Bank 


9 

Pier 97 

3 story 

boat 


10 

924 W 50th 

1 story 



11 

395 E 48th 

4 story 



12 

611 W 43rd 

3 story 



13 

382 E 56th 

1 story 



14 

4413 10th 

3 story 



15 

149 W 55th 

Unimart 



16 

461 E 36th 

2 story 



17 

10 E 36th 

1 story 

warehouse (with drug 

lab) 

18 

4506 Ave Amer 

3 story 

Hospital 


19 

545 W 46th 

2 story 

Hospital Generator building 

20 

5323 FDR 

1 story 

warehouse 


21 

5324 1st 

Unimar t 



22 

4223 3rd 

2 story 



23 

Pier 83 

3 story 

boat 


24 

311 E 50th 

3 story 

office 


25 

47 E 39th 

4 story 

apartment 


26 

5322 9th 

2 story 

store/apartment 


27 

1145 W 47th 

1 story 

restaurant (The Mermaid's Backside) 

28 

817 W 42nd 

North Wing of the Bus Terminal 

29 

1034 E 36th 

Unimart 



30 

810 W 46th 

Dirty Six Bar and Grill 


31 

142 E 44th 

1 story 

abandoned warehouse 


32 

390 W 46th 

Jailhouse holding center 


33 

4725 1st 

3 story 

Cult temple 


34 

731 W 52nd 

1 story 

druglab 


35 

5012 1st 

2 story 

warehouse/office 


36 

616 W 34th 

Parking 

garage 


37 

244 E 36th 

6 story 

apartment 


38 

529 W 40th 

4 story 

office (Kingpin's) 


39 

Pier 80 

3 story 

boat 


40 

499 E 56th 

3 story 

office building 


41 

144 E 48th 

1 story 

n ightclub 


42 

5604 8th 

Unimart 



43 

810 W 54th 

1 story 

warehouse 


44 

139 E 39th 

2 story 

Daily Bugle offices 


45 

5615 FDR 

2 story 

office, with access 

to the roof 

46 

216 W 53rd 

Parking 

garage 


47 

716 W 43rd 

Parking 

garage 


48 

1016 E 56th 

Parking 

garage 


49 

1142 E 45th 

Parking 

garage 


50 

11 W 40th 

Unimart 



51 

411 W 54th 

Unimart 



52 

4604 8th 

Unimart 



53 

611 E 38th 

Unimart 











































